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ABSTRAK 
Pada masa ini, hampir semua rakyat Malaysia mempunyai kepentingan dalam bola 
sepak. Terdapat banyak aplikasi mudah alih untuk bola sepak, tetapi kebanyakannya 
memberikan maklumat tentang semua pasukan bola sepak. Kelab FELDA United 
FUFC (FUFC) adalah salah satu pasukan bola sepak terkenal di Malaysia. FUFC 
sendiri mempunyai laman web sendiri untuk kemas kini mengenai pasukan. 
Masalahnya, pentadbir jarang membuat sebarang kemas kini di laman web. 
Kebanyakan masa, pentadbir akan mengemas kini media sosial FUFC seperti Twitter, 
Facebook, dan Instagram. Jika permainan dipromosikan dengan betul di Malaysia, 
peminat dan penyokong akan meningkat. Untuk mengembangkan minat dalam sukan 
ini, platform yang berfungsi sebagai mediator antara peminat dan acara sukan 
diperlukan. Keperluan pengguna untuk mengetahui tentang keputusan kejohanan bola 
sepak dipenuhi oleh aplikasi mudah alih. Selain itu, sistem ini membolehkan pengguna 
mengetahui berita terkini mengenai pasukan bola sepak FELDA United. Ciri ini 
membantu pengguna untuk mengetahui lebih lanjut tentang pasukan. Selain itu, ia juga 
merupakan medium untuk mengetahui maklumat asas mengenai pemain untuk pasukan 
ini. Aplikasi Android ini merupakan jambatan untuk para pengguna di dunia bola sepak, 
terutamanya untuk peminat FUFC. Projek ini menggunakan model Pembangunan 
Aplikasi Rapid (RAD) untuk melaksanakan proses pembangunan. Untuk pembangunan 
projek, bahasa Java, Bahasa Ekstensif Markup Language (XML), Bahasa Hypertext 
Markup (HTML), Bahasa Cascading Style Sheets (CSS) dan bahasa Hypertext 
Preprocessor (PHP) digunakan sebagai bahasa pembangunan dan MYSQL sebagai 
pangkalan data untuk pentadbir. FUFChamp adalah aplikasi mudah alih yang 
mempunyai ciri seperti berita terkini, papan skor, kedai dalam talian, maklumat pemain, 
sorotan video, dan galeri imej. Permohonan ini sesuai untuk pengguna mana-mana 
umur.  
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ABSTRACT 
Currently, almost all Malaysian have an interest in football. There is a lot of mobile 
application for football, but most of it gives information about all football teams. 
FELDA United Football Club (FUFC) is one of the famous football team in Malaysia. 
FUFC itself has its own website for an update about the teams. The problem is, the 
admin rarely posts any update on the websites. Most of the time, the admin will update 
it on FUFC social media such as Twitter, Facebook, and Instagram. If the game is 
promoted properly in Malaysia, the fans and supporters will be increasing. To develop 
the interest in this sport, a platform which functions as a mediator between the fans and 
the sports events is needed. The need of the user to know about the results of the 
football tournament is fulfilled by the mobile application. Moreover, the system enables 
users to know the latest news about FELDA United football team. This feature helps 
users to get to know more about the team. Besides, it is also a medium for knowing the 
basic information about the players for this team. This Android application is a bridge 
for the users in the football world, especially for the FUFC fans. This project uses the 
Rapid Application Development (RAD) model to implement the development process. 
For the project development, Java language, Extensible Markup Language (XML), 
Hypertext Mark-up Language (HTML), Cascading Style Sheets (CSS) language and 
Hypertext Preprocessor (PHP) language being used as the development language and 
MYSQL as a database for the admin. FUFChamp is a mobile application that has 
features such as latest news, scoreboard, player’s information, highlight videos, and 
images gallery. This application is suitable for users of any age.    
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INTRODUCTION 
 BACKGROUND 
Federal Land Development Authority or FELDA is one of a Malaysian 
government organization to deal with the development of land and relocation with the 
objective of poverty eradication through the cultivation of oil palm and rubber. The 
FELDA function is to carry out projects of land development and agricultural activities, 
industrial and commercial social economy. In 19th January 2007, FELDA United 
Football Club was formed to represent FELDA in the football field as it is one of the 
top sports in our country, Malaysia. Taking the brave steps into the new journey, 
FELDA had proved that they had made the right decision to evolving their sectors, from 
agriculture to sports, as the team once appeared as the winner of 2010’s Premier 
League. 
“A mobile app, short for mobile application or just an app, is application 
software designed to run on perspicacious phones, tablet computers, and other mobile 
devices” (N Inukollu, Keshamon, Kang, & Inukollu, 2014). The goal for building the 
mobile app is to build the human-computer interactions (N Inukollu et al., 2014). This 
Android mobile application project dedicated for all football fans especially FELDA 
United Football Club (FUFC) because the number of fans is increasing. Without any 
age limit, this mobile application is suitable for all as it includes the latest news, 
scoreboard, player’s information, highlight videos and images gallery special for 
FELDA United Football Club fans. This mobile application is also an Android-based 
app as the number of apps in the Google Play Store is increasing rapidly by year. Figure 
1.1 below shows the app store growth from the year 2014 until 2017. This is happening 
due to the increasing number of Android users compared to iOS users as shown in 
Figure 1.2.    
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Figure 1.1: App store growth from 2014 to 2017 (Campbell, 2018) 
 
 
Figure 1.2:The Users of Android and iOS in 2018 Globally (Kirk, 2012) 
The various mobile application software emerges due to the opening source of 
smartphone operating system (Zhi Chen & Shangshang Zhu, 2011). Mobile apps 
constitute most of the activity on the smartphone platform. There are some mobile 
applications, that have the same concept to this project. Both are developed for football 
fans. The idea is to create one medium for all FELDA United Football Club fans can 
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communicate, get the latest news, enjoy themselves with simple games, and get to know 
more about the team they are supporting in a good way. Now, there no need to ask 
people again and again about the score and more. Just click, and everything is at the tip 
of our hands.   
 
 PROBLEM STATEMENT 
There is a lot of similar applications on Play Store and App Store but mostly 
focused on all football teams. The idea of developing this application is for the users get 
to know more about FELDA United football team, not only the overall football team in 
Malaysia and the world. On the other hand, FELDA United Football Club already has 
their own website, but it is rarely updated so it is quite difficult for the fans to get the 
news about the team. The latest news posted on the website is in 2017. The updates of 
the team usually posted on their social media account (Facebook, Instagram, and 
Twitter) by the admin but the users need to log in and register to the social media to 
know the recent updates on the team. The goal for this project is to develop a mobile 
application that can help FELDA United Football fans keep up to date about their 
favorite football team. 
 
 GOAL AND OBJECTIVE 
The goal for this project is to develop a mobile application that helps FELDA United 
Football fans keep up to date about their favorite football team. In order to achieve this 
goal, the following objectives must be followed: 
i. To study mobile application as a medium for football fans. 
ii. To design and develop this application using Android Studio. 
iii. To evaluate the effectiveness of the application for football fans.  
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